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>> Don’t Roll Dice
If things are calm and under control, go with the story.How Much Skill Does the Task Require?
How Much Skill Does the Task Require?
Only a little training; a hobbyist 20%Basic training or a college minor 30%Years of experience or a college major 40%Decades of experience or graduate degree 60%A lifetime’s mastery

80%How Much Stat Does the Task Require?
How Much Stat Does the Task Require?
Anyone could do it

3–4Nearly anyone could do it 5–8An average person could do it 9–12Only an unusually gifted person could do it 13–16Only a prodigy could do it 17–18

//// Wounds & Ailments  Wounds & Ailments ////

>> Roll Dice
If it’s a crisis and things are out of control, go with a roll.

Bonuses and PenaltiesBonuses and Penalties

Most of the Time No modifier

In Unusual Circumstances +20% or −20%

Rarely +40% or −40%

Success and FailureSuccess and Failure

Critical Success A success that rolls 01 or 
matching dice

Success Roll equal to or lower than 
the chance of success

Failure Roll higher than the chance 
of success

Critical Failure Failure with matching dice

The Luck RollThe Luck Roll

Not skill or talent but blind luck A flat 50% chance

>> Opposed Tests
CircumstanceCircumstance OutcomeOutcome

No Roll Required Highest rating wins

Both Rolls Succeed, 
Neither Critical

Highest roll wins

Both Rolls Fail,  
Neither Critical

Lowest roll wins

>> Pursuit
Pursuit Pursuit 
TypeType

Successes RequiredSuccesses Required

Typical 1 more than opponent

Long 2 more than opponent

Exceptional 3 more than opponent

Combat
 » Alertness (20%)

 » Artillery (0%)

 » Demolitions (0%)

 » Dodge (30%)

 » Firearms (20%)

 » Heavy Weapons (0%)

 » Melee Weapons (30%)

 » Unarmed Combat (40%)

Communication
 » Foreign Language (0%)

 » HUMINT (10%)

 » Persuade (20%)

 » Psychotherapy (10%)

Investigation
 » Alertness (20%)

 » Criminology (10%)

 » Disguise (10%)

 » Forensics (0%)

 » Search (20%)

 » Stealth (10%)

 » Survival (10%)

Medical
 » First Aid (10%)

 » Medicine (0%)

 » Pharmacy (0%)

 » Psychotherapy (10%)

 » Surgery (0%)

Pursuit
 » Athletics (30%)

 » Drive (20%)

 » Navigate (10%)

 » Pilot (0%)

 » Ride (10%)

 » Swim (20%)

Research
 » Anthropology (0%)

 » Archeology (0%)

 » Computer Science (0%)

 » Criminology (10%)

 » History (10%)

 » Occult (10%)

 » Science (0%)

 » SIGINT 0%)

Professional
 » Art (0%)

 » Accounting (10%)

 » Bureaucracy (10%)

 » Craft (0%)

 » Heavy Machinery (0%)

 » Law (0%)

 » Military Science (0%)

>> Skill List >> Combat Modifiers
Bonuses and penalties apply only in unusual circumstances. Modifiers can go no higher than +40% or lower than −40%. An 01 always critically hits and a 100 always fumbles.

CircumstanceCircumstance +20% Bonus+20% Bonus −20% Penalty−20% Penalty −40% Penalty−40% Penalty

Very Long or  
Very Short Range

Point-blank range (3 m.) or a shotgun Beyond base range (up to 2×) Beyond 2× base range (up to 5×)

Unusual Target Concealment or 
Visibility

Using a laser sight Terrible visibility due to smoke or darkness Little to no visibility

Called Shot or Area Attack Explosive weapon Target about half covered or smaller than a human body Target mostly covered or very small

Unusual Target Condition— 
Ranged Attack

Target standing totally still Target prone or running Target moving as fast as a speeding car

Unusual Target Condition— 
Melee Attack

Target pinned down or standing  
totally still

Target in a vehicle or running Target moving as fast as a speeding car

Unusual Attacker Condition Carefully aiming for a full turn Hit by pepper spray; shocked by a stun gun; exhausted Tear gas; staggered by a stun grenade

>> Combat Actions
Each combatant can take one action per turn. They act in order of DEX, highest to lowest.

ActionAction EffectEffect Does It Serve As a Defense Roll?Does It Serve As a Defense Roll?

Aim Adds +20% to the next attack roll No

Attack Inflicts damage Only with Melee Weapons or Unarmed Combat

Called 
Shot

Ignores cover or armor; at −20% to hit or −40% if 
especially hard.

Only with Melee Weapons or Unarmed Combat

Disarm Forces target to drop something. Uses Unarmed Combat. Only with Melee Weapons or Unarmed Combat

Dodge Defends against an attack. Uses Dodge. Yes

Escape Break free of being pinned. Uses STR×5 or Unarmed Combat. Yes

Fight 
Back

Defend against an attack and counterattacks. Uses Melee 
Weapons or Unarmed Combat.

Yes

Move Jog 10 m., run 20 m., or sprint 30 m. (Usually an Agent 
can go about 3 m. as part of another action.)

No

Pin Hold a target down. A pinned character can take no 
actions except attempting to escape.

Yes

Wait Act immediately after someone else’s action this turn. Varies

Anything 
else

Something that takes a moment’s concentration instead of 
taking some other action.

No

Do They Already Have It?
 » THE OP: Is the item appropriate to the cover investigation? » THE AGENT: Is it appropriate to an Agent's background? » ROLL: If the answer is not obvious, roll INT×5 or Luck. Roll at −20% for a Major expense or  
−40% for an Extreme expense.

 » LIMITS: Unless the Handler says otherwise, the Agents begin with no more than two Incidental, 
Standard, or Unusual expenses each, no more than one Major or Extreme expense for the group,  
and none that are Restricted. 

>> Spending Your Own Money
Heavy spending often means heavy debt. You can opt to roll Accounting instead of INT×5. If your Agent is unusually wealthy, treat items as one category less expensive.
ExpenseExpense RollRoll SuccessSuccess FailureFailure

Standard $200 to $800 INT×5 Obtain the item …but a non-DG Bond drops by 1
Unusual  $1,000 to $5,000 none …but a non-DG Bond drops by 1
Major $6,000 to $30,000 INT×5 …but each non-DG Bond drops 

by 1
…but a non-DG Bond drops by 
1D4 and all others drop by 1

Extreme $36,000+ none …but each non-DG Bond drops by 1D4

>> Official Requisition
Review applies with success or failure. Acceleration requires 
badgering officials. Accelerating a Major or Extreme expense 
requires a high-priority cover operation.

ExpenseExpense RollRoll TimeTime Official Official 
ReviewReview

Standard Bureaucracy 

If accelerated:

A day or two

A few hours

If restricted

If restricted 
or a CHA×5 
test fails

Unusual Bureaucracy

If accelerated:

A few days

A day or two

If restricted

If restricted 
or a CHA×5 
test fails

Major Bureaucracy at 20%

If accelerated:

A few weeks

A few days

Always

Extreme Bureaucracy at 40%

If accelerated:

A few months

A few days

Always

>> Hazards
At the Handler's discretion, a DEX×5 or CON×5 roll halves 

damage.

IntensityIntensity DamageDamage ExamplesExamples

Moderate 1D6 Falling 3 m. Open flames 

(every turn). Serious illness 

(every few days).

Deadly 2D6 Falling 6 m. In a car crash 

without a seatbelt. A 
massive fire (every turn).

Catastrophic Lethality 
10%

Falling 10 m. Incineration 

(every turn). Rattlesnake 
venom.

Horrific Lethality 
20%

Falling 20 m. Hit by a car. 

Hydrogen cyanide gas.

Damage
 » LOSE ½ CURRENT HP: Stunned. Roll CON×5 each 

turn to recover.
 » AT 1–2 HP: Unconscious. Roll CON×5 to avoid being 

permanently crippled. 
 » AT 0 HP: Dead. Unless the Handler says otherwise.

Lethality Roll
 » SUCCESS: The threat instantly reduces the target to 0 HP. 
 » FAILURE: Add the two percentile dice together as D10s. 

The target takes that much damage.
 » HUGE: If a target is larger than human, don’t roll Lethality. 

The target takes the Lethality rating as damage.

Kill Radius
+20% to hit if it’s an explosion.

 » HIT: Roll Lethality for all in the radius (unless the Handler 
says otherwise). Everyone who survives is suppressed.

 » MISS: Everyone who would have been in the radius had it 
hit is suppressed.

 » SUPPRESSION: Each not adapted to violence must hide or  
go prone for their next action or lose 1 SAN.

Body Armor
 » VS. DAMAGE: Reduces damage by Armor Points.
 » VS. SUCCESSFUL LETHALITY: No e#ect. 

Protective Cover
 » VS. DAMAGE: Reduces damage by 10 for a thick wall.
 » VS. LETHALITY: Lethality automatically fails.

>> Sample SAN Losses
Suffering ViolenceSuffering Violence LossLoss
Ambushed by gunfire 0/1
Find a corpse or a mangled carcass 0/1
Find mutilated corpse of infant or loved one 0/1D4
Stabbed, strangled or shot 0/1D4
Suffer a permanent injury 0/1D6
Set on fire 0/1D6
Reduced to 2 HP or fewer 0/1D6
Tortured 0/1D8

The UnnaturalThe Unnatural LossLoss
Attempting Psychotherapy of a character 
who lost SAN to the Unnatural

0/1

Witnessing a supernatural effect that’s 
apparently benign

0/1

Witnessing a violent supernatural effect 0/1D6
Seeing a corpse walk 0/1D6
Subjected to an overtly supernatural effect 0/1D6
Suffering a violent supernatural assault 1/1D8  

or more

Inflicting ViolenceInflicting Violence LossLoss
Incapacitate or cripple an innocent 0/1D4
Shove teammates’ bodies into an incinerator 
to thwart an investigation

0/1D4

Kill in defense of oneself or another* 0/1D4
Kill a murderous enemy in cold blood* 0/1D6
Torture a victim 0/1D8
Accidentally kill an innocent 0/1D8
Kill an innocent in cold blood, even for a 
very good reason*

1/1D10

* For a failed roll, add 1 per victim beyond the first, up 
to the maximum possible roll: 4 for 1D4, 6 for 1D6, etc.

HelplessnessHelplessness LossLoss
Being fired from one’s job 0/1
Nearly get a Bond hurt or killed 0/1
Being informed of unexpected 
bankruptcy

0/1

A Bond’s score is reduced to 0 0/1D4
Sentenced to a prison term 0/1D4
Waking paralyzed or blind 0/1D4
Find a friend’s remains 0/1D4
A bond suffers a disorder or 
permanent injury

1/1D4

Flung into a pit of corpses 0/1D4
See or hear a friend gruesomely 
killed

0/1D6

Learn a Bond has been killed 1/1D6
See or hear a Bond gruesomely killed 1/1D8

How to Reduce SAN Loss
 » ADAPTATION TO VIOLENCE: Automatically 

succeed at SAN tests for violence.
 » ADAPTATION TO HELPLESSNESS: Automatical-

ly succeed at SAN tests for helplessness.
 » PROJECTING TRAUMA: Reduce WP, a Bond, 

and the SAN loss by the same 1D4 roll.

How to Go Insane
 » DISORDER TAKES OVER: Lose 2+ from a 

single event.
 » TEMPORARY INSTANITY: Lose 5+ from a 

single event.
 » NEW DISORDER: SAN reaches the  

Breaking Point.

How to Repress Insanity
Reduce WP and a Bond by 1D4. Attempt a 
SAN test to stifle the e!ects of a disorder or 
temporary insanity.

>> Low Willpower Points
AmountAmount EffectEffect

1 or 2 WP Every action is at a −20% penalty.

0 WP Fail all tests, including SAN rolls. Unconscious  
or incapacitated by an emotional meltdown.

>> Recovering Willpower Points
ActionAction EffectEffect

Get a full night’s sleep Recover 1D6 WP, no 
longer exhausted

Engage in personal motivations in 
ways the Handler finds compelling

Recover 1 WP

Exhaustion
Su!er a −10% or −20% penalty to all tests, including SAN rolls.

 » WORK FOR CON HOURS STRAIGHT: Lose 1D6 WP; exhausted

 » A NIGHT WITHOUT SLEEP: Lose 1D6 WP; exhausted

 » STIMULANTS*: Remove penalty for 1D6 hours

 » HARD DRUGS*: Remove penalty for 2D6 hours

Getting to Sleep
A full night's sleep requires a SAN test after su!ering temporary 
insanity or hitting the Breaking Point.

 » DEPRESSANTS*: Drinking or taking sleeping pills gives a 
+20% bonus to the SAN test to get a full night’s sleep.*

*Frequent use of stimulants or depressants makes addiction likely 
for the next disorder.

TEMPORARY INSANITYTEMPORARY INSANITY MENTAL DISORDERMENTAL DISORDER
Handler chooses the most 
appropriate: 
 » FLEE: Run away incoherently.
 » FIGHT: Mindlessly attack anyone 

in sight.
 » SUBMIT: Curl into a helpless ball.

See the disorder’s description 
in the Agent’s Handbook for 
circumstances that can allow 
it to take over. Most common 
are losing 2+ SAN or facing 
a direct trigger.

 // Sanity & Willpower // //// Combat  Combat ////

 //// Obtaining Equipment & Services  Obtaining Equipment & Services ////

//// Skills, Stats, and Rolls  Skills, Stats, and Rolls ////

>> Defense Rolls
A defense roll opposes attack rolls. 

Dodging
 » Opposes Melee Weapons and Unarmed Combat.

 » Allows running for cover to escape ranged  

attacks before the guns fire.

 » Never inflicts damage.

Attacking or Fighting Back
 » Opposes Melee Weapons and Unarmed Combat.

 » No e#ect on a ranged attack unless close enough 

to push the weapon away.

 » Includes an OFFENSIVE ACTION: attack, called shot, 

disarm, or pin.

>> Reacting to Attacks
An Agent who is attacked can Dodge or Fight Back 

even before his or her time to act in a turn. That 

becomes the Agent’s action. An Agent who has already 

acted cannot Dodge or fight back.



>> Don’t Roll Dice
If things are calm and under control, go with the story.How Much Skill Does the Task Require?
How Much Skill Does the Task Require?
Only a little training; a hobbyist 20%Basic training or a college minor 30%Years of experience or a college major 40%Decades of experience or graduate degree 60%A lifetime’s mastery

80%How Much Stat Does the Task Require?
How Much Stat Does the Task Require?
Anyone could do it

3–4Nearly anyone could do it 5–8An average person could do it 9–12Only an unusually gifted person could do it 13–16Only a prodigy could do it 17–18

//// Wounds & Ailments  Wounds & Ailments ////

>> Roll Dice
If it’s a crisis and things are out of control, go with a roll.

Bonuses and PenaltiesBonuses and Penalties

Most of the Time No modifier

In Unusual Circumstances +20% or −20%

Rarely +40% or −40%

Success and FailureSuccess and Failure

Critical Success A success that rolls 01 or 
matching dice

Success Roll equal to or lower than 
the chance of success

Failure Roll higher than the chance 
of success

Critical Failure Failure with matching dice

The Luck RollThe Luck Roll

Not skill or talent but blind luck A flat 50% chance

>> Opposed Tests
CircumstanceCircumstance OutcomeOutcome

No Roll Required Highest rating wins

Both Rolls Succeed, 
Neither Critical

Highest roll wins

Both Rolls Fail,  
Neither Critical

Lowest roll wins

>> Pursuit
Pursuit Pursuit 
TypeType

Successes RequiredSuccesses Required

Typical 1 more than opponent

Long 2 more than opponent

Exceptional 3 more than opponent

Combat
 » Alertness (20%)

 » Artillery (0%)

 » Demolitions (0%)

 » Dodge (30%)

 » Firearms (20%)

 » Heavy Weapons (0%)

 » Melee Weapons (30%)

 » Unarmed Combat (40%)

Communication
 » Foreign Language (0%)

 » HUMINT (10%)

 » Persuade (20%)

 » Psychotherapy (10%)

Investigation
 » Alertness (20%)

 » Criminology (10%)

 » Disguise (10%)

 » Forensics (0%)

 » Search (20%)

 » Stealth (10%)

 » Survival (10%)

Medical
 » First Aid (10%)

 » Medicine (0%)

 » Pharmacy (0%)

 » Psychotherapy (10%)

 » Surgery (0%)

Pursuit
 » Athletics (30%)

 » Drive (20%)

 » Navigate (10%)

 » Pilot (0%)

 » Ride (10%)

 » Swim (20%)

Research
 » Anthropology (0%)

 » Archeology (0%)

 » Computer Science (0%)

 » Criminology (10%)

 » History (10%)

 » Occult (10%)

 » Science (0%)

 » SIGINT 0%)

Professional
 » Art (0%)

 » Accounting (10%)

 » Bureaucracy (10%)

 » Craft (0%)

 » Heavy Machinery (0%)

 » Law (0%)

 » Military Science (0%)

>> Skill List >> Combat Modifiers
Bonuses and penalties apply only in unusual circumstances. Modifiers can go no higher than +40% or lower than −40%. An 01 always critically hits and a 100 always fumbles.

CircumstanceCircumstance +20% Bonus+20% Bonus −20% Penalty−20% Penalty −40% Penalty−40% Penalty

Very Long or  
Very Short Range

Point-blank range (3 m.) or a shotgun Beyond base range (up to 2×) Beyond 2× base range (up to 5×)

Unusual Target Concealment or 
Visibility

Using a laser sight Terrible visibility due to smoke or darkness Little to no visibility

Called Shot or Area Attack Explosive weapon Target about half covered or smaller than a human body Target mostly covered or very small

Unusual Target Condition— 
Ranged Attack

Target standing totally still Target prone or running Target moving as fast as a speeding car

Unusual Target Condition— 
Melee Attack

Target pinned down or standing  
totally still

Target in a vehicle or running Target moving as fast as a speeding car

Unusual Attacker Condition Carefully aiming for a full turn Hit by pepper spray; shocked by a stun gun; exhausted Tear gas; staggered by a stun grenade

>> Combat Actions
Each combatant can take one action per turn. They act in order of DEX, highest to lowest.

ActionAction EffectEffect Does It Serve As a Defense Roll?Does It Serve As a Defense Roll?

Aim Adds +20% to the next attack roll No

Attack Inflicts damage Only with Melee Weapons or Unarmed Combat

Called 
Shot

Ignores cover or armor; at −20% to hit or −40% if 
especially hard.

Only with Melee Weapons or Unarmed Combat

Disarm Forces target to drop something. Uses Unarmed Combat. Only with Melee Weapons or Unarmed Combat

Dodge Defends against an attack. Uses Dodge. Yes

Escape Break free of being pinned. Uses STR×5 or Unarmed Combat. Yes

Fight 
Back

Defend against an attack and counterattacks. Uses Melee 
Weapons or Unarmed Combat.

Yes

Move Jog 10 m., run 20 m., or sprint 30 m. (Usually an Agent 
can go about 3 m. as part of another action.)

No

Pin Hold a target down. A pinned character can take no 
actions except attempting to escape.

Yes

Wait Act immediately after someone else’s action this turn. Varies

Anything 
else

Something that takes a moment’s concentration instead of 
taking some other action.

No

Do They Already Have It?
 » THE OP: Is the item appropriate to the cover investigation? » THE AGENT: Is it appropriate to an Agent's background? » ROLL: If the answer is not obvious, roll INT×5 or Luck. Roll at −20% for a Major expense or  
−40% for an Extreme expense.

 » LIMITS: Unless the Handler says otherwise, the Agents begin with no more than two Incidental, 
Standard, or Unusual expenses each, no more than one Major or Extreme expense for the group,  
and none that are Restricted. 

>> Spending Your Own Money
Heavy spending often means heavy debt. You can opt to roll Accounting instead of INT×5. If your Agent is unusually wealthy, treat items as one category less expensive.
ExpenseExpense RollRoll SuccessSuccess FailureFailure

Standard $200 to $800 INT×5 Obtain the item …but a non-DG Bond drops by 1
Unusual  $1,000 to $5,000 none …but a non-DG Bond drops by 1
Major $6,000 to $30,000 INT×5 …but each non-DG Bond drops 

by 1
…but a non-DG Bond drops by 
1D4 and all others drop by 1

Extreme $36,000+ none …but each non-DG Bond drops by 1D4

>> Official Requisition
Review applies with success or failure. Acceleration requires 
badgering officials. Accelerating a Major or Extreme expense 
requires a high-priority cover operation.

ExpenseExpense RollRoll TimeTime Official Official 
ReviewReview

Standard Bureaucracy 

If accelerated:

A day or two

A few hours

If restricted

If restricted 
or a CHA×5 
test fails

Unusual Bureaucracy

If accelerated:

A few days

A day or two

If restricted

If restricted 
or a CHA×5 
test fails

Major Bureaucracy at 20%

If accelerated:

A few weeks

A few days

Always

Extreme Bureaucracy at 40%

If accelerated:

A few months

A few days

Always

>> Hazards
At the Handler's discretion, a DEX×5 or CON×5 roll halves 

damage.

IntensityIntensity DamageDamage ExamplesExamples

Moderate 1D6 Falling 3 m. Open flames 

(every turn). Serious illness 

(every few days).

Deadly 2D6 Falling 6 m. In a car crash 

without a seatbelt. A 
massive fire (every turn).

Catastrophic Lethality 
10%

Falling 10 m. Incineration 

(every turn). Rattlesnake 
venom.

Horrific Lethality 
20%

Falling 20 m. Hit by a car. 

Hydrogen cyanide gas.

Damage
 » LOSE ½ CURRENT HP: Stunned. Roll CON×5 each 

turn to recover.
 » AT 1–2 HP: Unconscious. Roll CON×5 to avoid being 

permanently crippled. 
 » AT 0 HP: Dead. Unless the Handler says otherwise.

Lethality Roll
 » SUCCESS: The threat instantly reduces the target to 0 HP. 
 » FAILURE: Add the two percentile dice together as D10s. 

The target takes that much damage.
 » HUGE: If a target is larger than human, don’t roll Lethality. 

The target takes the Lethality rating as damage.

Kill Radius
+20% to hit if it’s an explosion.

 » HIT: Roll Lethality for all in the radius (unless the Handler 
says otherwise). Everyone who survives is suppressed.

 » MISS: Everyone who would have been in the radius had it 
hit is suppressed.

 » SUPPRESSION: Each not adapted to violence must hide or  
go prone for their next action or lose 1 SAN.

Body Armor
 » VS. DAMAGE: Reduces damage by Armor Points.
 » VS. SUCCESSFUL LETHALITY: No e#ect. 

Protective Cover
 » VS. DAMAGE: Reduces damage by 10 for a thick wall.
 » VS. LETHALITY: Lethality automatically fails.

>> Sample SAN Losses
Suffering ViolenceSuffering Violence LossLoss
Ambushed by gunfire 0/1
Find a corpse or a mangled carcass 0/1
Find mutilated corpse of infant or loved one 0/1D4
Stabbed, strangled or shot 0/1D4
Suffer a permanent injury 0/1D6
Set on fire 0/1D6
Reduced to 2 HP or fewer 0/1D6
Tortured 0/1D8

The UnnaturalThe Unnatural LossLoss
Attempting Psychotherapy of a character 
who lost SAN to the Unnatural

0/1

Witnessing a supernatural effect that’s 
apparently benign

0/1

Witnessing a violent supernatural effect 0/1D6
Seeing a corpse walk 0/1D6
Subjected to an overtly supernatural effect 0/1D6
Suffering a violent supernatural assault 1/1D8  

or more

Inflicting ViolenceInflicting Violence LossLoss
Incapacitate or cripple an innocent 0/1D4
Shove teammates’ bodies into an incinerator 
to thwart an investigation

0/1D4

Kill in defense of oneself or another* 0/1D4
Kill a murderous enemy in cold blood* 0/1D6
Torture a victim 0/1D8
Accidentally kill an innocent 0/1D8
Kill an innocent in cold blood, even for a 
very good reason*

1/1D10

* For a failed roll, add 1 per victim beyond the first, up 
to the maximum possible roll: 4 for 1D4, 6 for 1D6, etc.

HelplessnessHelplessness LossLoss
Being fired from one’s job 0/1
Nearly get a Bond hurt or killed 0/1
Being informed of unexpected 
bankruptcy

0/1

A Bond’s score is reduced to 0 0/1D4
Sentenced to a prison term 0/1D4
Waking paralyzed or blind 0/1D4
Find a friend’s remains 0/1D4
A bond suffers a disorder or 
permanent injury

1/1D4

Flung into a pit of corpses 0/1D4
See or hear a friend gruesomely 
killed

0/1D6

Learn a Bond has been killed 1/1D6
See or hear a Bond gruesomely killed 1/1D8

How to Reduce SAN Loss
 » ADAPTATION TO VIOLENCE: Automatically 

succeed at SAN tests for violence.
 » ADAPTATION TO HELPLESSNESS: Automatical-

ly succeed at SAN tests for helplessness.
 » PROJECTING TRAUMA: Reduce WP, a Bond, 

and the SAN loss by the same 1D4 roll.

How to Go Insane
 » DISORDER TAKES OVER: Lose 2+ from a 

single event.
 » TEMPORARY INSTANITY: Lose 5+ from a 

single event.
 » NEW DISORDER: SAN reaches the  

Breaking Point.

How to Repress Insanity
Reduce WP and a Bond by 1D4. Attempt a 
SAN test to stifle the e!ects of a disorder or 
temporary insanity.

>> Low Willpower Points
AmountAmount EffectEffect

1 or 2 WP Every action is at a −20% penalty.

0 WP Fail all tests, including SAN rolls. Unconscious  
or incapacitated by an emotional meltdown.

>> Recovering Willpower Points
ActionAction EffectEffect

Get a full night’s sleep Recover 1D6 WP, no 
longer exhausted

Engage in personal motivations in 
ways the Handler finds compelling

Recover 1 WP

Exhaustion
Su!er a −10% or −20% penalty to all tests, including SAN rolls.

 » WORK FOR CON HOURS STRAIGHT: Lose 1D6 WP; exhausted

 » A NIGHT WITHOUT SLEEP: Lose 1D6 WP; exhausted

 » STIMULANTS*: Remove penalty for 1D6 hours

 » HARD DRUGS*: Remove penalty for 2D6 hours

Getting to Sleep
A full night's sleep requires a SAN test after su!ering temporary 
insanity or hitting the Breaking Point.

 » DEPRESSANTS*: Drinking or taking sleeping pills gives a 
+20% bonus to the SAN test to get a full night’s sleep.*

*Frequent use of stimulants or depressants makes addiction likely 
for the next disorder.

TEMPORARY INSANITYTEMPORARY INSANITY MENTAL DISORDERMENTAL DISORDER
Handler chooses the most 
appropriate: 
 » FLEE: Run away incoherently.
 » FIGHT: Mindlessly attack anyone 

in sight.
 » SUBMIT: Curl into a helpless ball.

See the disorder’s description 
in the Agent’s Handbook for 
circumstances that can allow 
it to take over. Most common 
are losing 2+ SAN or facing 
a direct trigger.

 // Sanity & Willpower // //// Combat  Combat ////

 //// Obtaining Equipment & Services  Obtaining Equipment & Services ////

//// Skills, Stats, and Rolls  Skills, Stats, and Rolls ////

>> Defense Rolls
A defense roll opposes attack rolls. 

Dodging
 » Opposes Melee Weapons and Unarmed Combat.

 » Allows running for cover to escape ranged  

attacks before the guns fire.

 » Never inflicts damage.

Attacking or Fighting Back
 » Opposes Melee Weapons and Unarmed Combat.

 » No e#ect on a ranged attack unless close enough 

to push the weapon away.

 » Includes an OFFENSIVE ACTION: attack, called shot, 

disarm, or pin.

>> Reacting to Attacks
An Agent who is attacked can Dodge or Fight Back 

even before his or her time to act in a turn. That 

becomes the Agent’s action. An Agent who has already 

acted cannot Dodge or fight back.



>> Don’t Roll Dice
If things are calm and under control, go with the story.How Much Skill Does the Task Require?
How Much Skill Does the Task Require?
Only a little training; a hobbyist 20%Basic training or a college minor 30%Years of experience or a college major 40%Decades of experience or graduate degree 60%A lifetime’s mastery

80%How Much Stat Does the Task Require?
How Much Stat Does the Task Require?
Anyone could do it

3–4Nearly anyone could do it 5–8An average person could do it 9–12Only an unusually gifted person could do it 13–16Only a prodigy could do it 17–18

//// Wounds & Ailments  Wounds & Ailments ////

>> Roll Dice
If it’s a crisis and things are out of control, go with a roll.

Bonuses and PenaltiesBonuses and Penalties

Most of the Time No modifier

In Unusual Circumstances +20% or −20%

Rarely +40% or −40%

Success and FailureSuccess and Failure

Critical Success A success that rolls 01 or 
matching dice

Success Roll equal to or lower than 
the chance of success

Failure Roll higher than the chance 
of success

Critical Failure Failure with matching dice

The Luck RollThe Luck Roll

Not skill or talent but blind luck A flat 50% chance

>> Opposed Tests
CircumstanceCircumstance OutcomeOutcome

No Roll Required Highest rating wins

Both Rolls Succeed, 
Neither Critical

Highest roll wins

Both Rolls Fail,  
Neither Critical

Lowest roll wins

>> Pursuit
Pursuit Pursuit 
TypeType

Successes RequiredSuccesses Required

Typical 1 more than opponent

Long 2 more than opponent

Exceptional 3 more than opponent

Combat
 » Alertness (20%)

 » Artillery (0%)

 » Demolitions (0%)

 » Dodge (30%)

 » Firearms (20%)

 » Heavy Weapons (0%)

 » Melee Weapons (30%)

 » Unarmed Combat (40%)

Communication
 » Foreign Language (0%)

 » HUMINT (10%)

 » Persuade (20%)

 » Psychotherapy (10%)

Investigation
 » Alertness (20%)

 » Criminology (10%)

 » Disguise (10%)

 » Forensics (0%)

 » Search (20%)

 » Stealth (10%)

 » Survival (10%)

Medical
 » First Aid (10%)

 » Medicine (0%)

 » Pharmacy (0%)

 » Psychotherapy (10%)

 » Surgery (0%)

Pursuit
 » Athletics (30%)

 » Drive (20%)

 » Navigate (10%)

 » Pilot (0%)

 » Ride (10%)

 » Swim (20%)

Research
 » Anthropology (0%)

 » Archeology (0%)

 » Computer Science (0%)

 » Criminology (10%)

 » History (10%)

 » Occult (10%)

 » Science (0%)

 » SIGINT 0%)

Professional
 » Art (0%)

 » Accounting (10%)

 » Bureaucracy (10%)

 » Craft (0%)

 » Heavy Machinery (0%)

 » Law (0%)

 » Military Science (0%)

>> Skill List >> Combat Modifiers
Bonuses and penalties apply only in unusual circumstances. Modifiers can go no higher than +40% or lower than −40%. An 01 always critically hits and a 100 always fumbles.

CircumstanceCircumstance +20% Bonus+20% Bonus −20% Penalty−20% Penalty −40% Penalty−40% Penalty

Very Long or  
Very Short Range

Point-blank range (3 m.) or a shotgun Beyond base range (up to 2×) Beyond 2× base range (up to 5×)

Unusual Target Concealment or 
Visibility

Using a laser sight Terrible visibility due to smoke or darkness Little to no visibility

Called Shot or Area Attack Explosive weapon Target about half covered or smaller than a human body Target mostly covered or very small

Unusual Target Condition— 
Ranged Attack

Target standing totally still Target prone or running Target moving as fast as a speeding car

Unusual Target Condition— 
Melee Attack

Target pinned down or standing  
totally still

Target in a vehicle or running Target moving as fast as a speeding car

Unusual Attacker Condition Carefully aiming for a full turn Hit by pepper spray; shocked by a stun gun; exhausted Tear gas; staggered by a stun grenade

>> Combat Actions
Each combatant can take one action per turn. They act in order of DEX, highest to lowest.

ActionAction EffectEffect Does It Serve As a Defense Roll?Does It Serve As a Defense Roll?

Aim Adds +20% to the next attack roll No

Attack Inflicts damage Only with Melee Weapons or Unarmed Combat

Called 
Shot

Ignores cover or armor; at −20% to hit or −40% if 
especially hard.

Only with Melee Weapons or Unarmed Combat

Disarm Forces target to drop something. Uses Unarmed Combat. Only with Melee Weapons or Unarmed Combat

Dodge Defends against an attack. Uses Dodge. Yes

Escape Break free of being pinned. Uses STR×5 or Unarmed Combat. Yes

Fight 
Back

Defend against an attack and counterattacks. Uses Melee 
Weapons or Unarmed Combat.

Yes

Move Jog 10 m., run 20 m., or sprint 30 m. (Usually an Agent 
can go about 3 m. as part of another action.)

No

Pin Hold a target down. A pinned character can take no 
actions except attempting to escape.

Yes

Wait Act immediately after someone else’s action this turn. Varies

Anything 
else

Something that takes a moment’s concentration instead of 
taking some other action.

No

Do They Already Have It?
 » THE OP: Is the item appropriate to the cover investigation? » THE AGENT: Is it appropriate to an Agent's background? » ROLL: If the answer is not obvious, roll INT×5 or Luck. Roll at −20% for a Major expense or  
−40% for an Extreme expense.

 » LIMITS: Unless the Handler says otherwise, the Agents begin with no more than two Incidental, 
Standard, or Unusual expenses each, no more than one Major or Extreme expense for the group,  
and none that are Restricted. 

>> Spending Your Own Money
Heavy spending often means heavy debt. You can opt to roll Accounting instead of INT×5. If your Agent is unusually wealthy, treat items as one category less expensive.
ExpenseExpense RollRoll SuccessSuccess FailureFailure

Standard $200 to $800 INT×5 Obtain the item …but a non-DG Bond drops by 1
Unusual  $1,000 to $5,000 none …but a non-DG Bond drops by 1
Major $6,000 to $30,000 INT×5 …but each non-DG Bond drops 

by 1
…but a non-DG Bond drops by 
1D4 and all others drop by 1

Extreme $36,000+ none …but each non-DG Bond drops by 1D4

>> Official Requisition
Review applies with success or failure. Acceleration requires 
badgering officials. Accelerating a Major or Extreme expense 
requires a high-priority cover operation.

ExpenseExpense RollRoll TimeTime Official Official 
ReviewReview

Standard Bureaucracy 

If accelerated:

A day or two

A few hours

If restricted

If restricted 
or a CHA×5 
test fails

Unusual Bureaucracy

If accelerated:

A few days

A day or two

If restricted

If restricted 
or a CHA×5 
test fails

Major Bureaucracy at 20%

If accelerated:

A few weeks

A few days

Always

Extreme Bureaucracy at 40%

If accelerated:

A few months

A few days

Always

>> Hazards
At the Handler's discretion, a DEX×5 or CON×5 roll halves 

damage.

IntensityIntensity DamageDamage ExamplesExamples

Moderate 1D6 Falling 3 m. Open flames 

(every turn). Serious illness 

(every few days).

Deadly 2D6 Falling 6 m. In a car crash 

without a seatbelt. A 
massive fire (every turn).

Catastrophic Lethality 
10%

Falling 10 m. Incineration 

(every turn). Rattlesnake 
venom.

Horrific Lethality 
20%

Falling 20 m. Hit by a car. 

Hydrogen cyanide gas.

Damage
 » LOSE ½ CURRENT HP: Stunned. Roll CON×5 each 

turn to recover.
 » AT 1–2 HP: Unconscious. Roll CON×5 to avoid being 

permanently crippled. 
 » AT 0 HP: Dead. Unless the Handler says otherwise.

Lethality Roll
 » SUCCESS: The threat instantly reduces the target to 0 HP. 
 » FAILURE: Add the two percentile dice together as D10s. 

The target takes that much damage.
 » HUGE: If a target is larger than human, don’t roll Lethality. 

The target takes the Lethality rating as damage.

Kill Radius
+20% to hit if it’s an explosion.

 » HIT: Roll Lethality for all in the radius (unless the Handler 
says otherwise). Everyone who survives is suppressed.

 » MISS: Everyone who would have been in the radius had it 
hit is suppressed.

 » SUPPRESSION: Each not adapted to violence must hide or  
go prone for their next action or lose 1 SAN.

Body Armor
 » VS. DAMAGE: Reduces damage by Armor Points.
 » VS. SUCCESSFUL LETHALITY: No e#ect. 

Protective Cover
 » VS. DAMAGE: Reduces damage by 10 for a thick wall.
 » VS. LETHALITY: Lethality automatically fails.

>> Sample SAN Losses
Suffering ViolenceSuffering Violence LossLoss
Ambushed by gunfire 0/1
Find a corpse or a mangled carcass 0/1
Find mutilated corpse of infant or loved one 0/1D4
Stabbed, strangled or shot 0/1D4
Suffer a permanent injury 0/1D6
Set on fire 0/1D6
Reduced to 2 HP or fewer 0/1D6
Tortured 0/1D8

The UnnaturalThe Unnatural LossLoss
Attempting Psychotherapy of a character 
who lost SAN to the Unnatural

0/1

Witnessing a supernatural effect that’s 
apparently benign

0/1

Witnessing a violent supernatural effect 0/1D6
Seeing a corpse walk 0/1D6
Subjected to an overtly supernatural effect 0/1D6
Suffering a violent supernatural assault 1/1D8  

or more

Inflicting ViolenceInflicting Violence LossLoss
Incapacitate or cripple an innocent 0/1D4
Shove teammates’ bodies into an incinerator 
to thwart an investigation

0/1D4

Kill in defense of oneself or another* 0/1D4
Kill a murderous enemy in cold blood* 0/1D6
Torture a victim 0/1D8
Accidentally kill an innocent 0/1D8
Kill an innocent in cold blood, even for a 
very good reason*

1/1D10

* For a failed roll, add 1 per victim beyond the first, up 
to the maximum possible roll: 4 for 1D4, 6 for 1D6, etc.

HelplessnessHelplessness LossLoss
Being fired from one’s job 0/1
Nearly get a Bond hurt or killed 0/1
Being informed of unexpected 
bankruptcy

0/1

A Bond’s score is reduced to 0 0/1D4
Sentenced to a prison term 0/1D4
Waking paralyzed or blind 0/1D4
Find a friend’s remains 0/1D4
A bond suffers a disorder or 
permanent injury

1/1D4

Flung into a pit of corpses 0/1D4
See or hear a friend gruesomely 
killed

0/1D6

Learn a Bond has been killed 1/1D6
See or hear a Bond gruesomely killed 1/1D8

How to Reduce SAN Loss
 » ADAPTATION TO VIOLENCE: Automatically 

succeed at SAN tests for violence.
 » ADAPTATION TO HELPLESSNESS: Automatical-

ly succeed at SAN tests for helplessness.
 » PROJECTING TRAUMA: Reduce WP, a Bond, 

and the SAN loss by the same 1D4 roll.

How to Go Insane
 » DISORDER TAKES OVER: Lose 2+ from a 

single event.
 » TEMPORARY INSTANITY: Lose 5+ from a 

single event.
 » NEW DISORDER: SAN reaches the  

Breaking Point.

How to Repress Insanity
Reduce WP and a Bond by 1D4. Attempt a 
SAN test to stifle the e!ects of a disorder or 
temporary insanity.

>> Low Willpower Points
AmountAmount EffectEffect

1 or 2 WP Every action is at a −20% penalty.

0 WP Fail all tests, including SAN rolls. Unconscious  
or incapacitated by an emotional meltdown.

>> Recovering Willpower Points
ActionAction EffectEffect

Get a full night’s sleep Recover 1D6 WP, no 
longer exhausted

Engage in personal motivations in 
ways the Handler finds compelling

Recover 1 WP

Exhaustion
Su!er a −10% or −20% penalty to all tests, including SAN rolls.

 » WORK FOR CON HOURS STRAIGHT: Lose 1D6 WP; exhausted

 » A NIGHT WITHOUT SLEEP: Lose 1D6 WP; exhausted

 » STIMULANTS*: Remove penalty for 1D6 hours

 » HARD DRUGS*: Remove penalty for 2D6 hours

Getting to Sleep
A full night's sleep requires a SAN test after su!ering temporary 
insanity or hitting the Breaking Point.

 » DEPRESSANTS*: Drinking or taking sleeping pills gives a 
+20% bonus to the SAN test to get a full night’s sleep.*

*Frequent use of stimulants or depressants makes addiction likely 
for the next disorder.

TEMPORARY INSANITYTEMPORARY INSANITY MENTAL DISORDERMENTAL DISORDER
Handler chooses the most 
appropriate: 
 » FLEE: Run away incoherently.
 » FIGHT: Mindlessly attack anyone 

in sight.
 » SUBMIT: Curl into a helpless ball.

See the disorder’s description 
in the Agent’s Handbook for 
circumstances that can allow 
it to take over. Most common 
are losing 2+ SAN or facing 
a direct trigger.

 // Sanity & Willpower // //// Combat  Combat ////

 //// Obtaining Equipment & Services  Obtaining Equipment & Services ////

//// Skills, Stats, and Rolls  Skills, Stats, and Rolls ////

>> Defense Rolls
A defense roll opposes attack rolls. 

Dodging
 » Opposes Melee Weapons and Unarmed Combat.

 » Allows running for cover to escape ranged  

attacks before the guns fire.

 » Never inflicts damage.

Attacking or Fighting Back
 » Opposes Melee Weapons and Unarmed Combat.

 » No e#ect on a ranged attack unless close enough 

to push the weapon away.

 » Includes an OFFENSIVE ACTION: attack, called shot, 

disarm, or pin.

>> Reacting to Attacks
An Agent who is attacked can Dodge or Fight Back 

even before his or her time to act in a turn. That 

becomes the Agent’s action. An Agent who has already 

acted cannot Dodge or fight back.



>> Don’t Roll Dice
If things are calm and under control, go with the story.How Much Skill Does the Task Require?
How Much Skill Does the Task Require?
Only a little training; a hobbyist 20%Basic training or a college minor 30%Years of experience or a college major 40%Decades of experience or graduate degree 60%A lifetime’s mastery

80%How Much Stat Does the Task Require?
How Much Stat Does the Task Require?
Anyone could do it

3–4Nearly anyone could do it 5–8An average person could do it 9–12Only an unusually gifted person could do it 13–16Only a prodigy could do it 17–18

//// Wounds & Ailments  Wounds & Ailments ////

>> Roll Dice
If it’s a crisis and things are out of control, go with a roll.

Bonuses and PenaltiesBonuses and Penalties

Most of the Time No modifier

In Unusual Circumstances +20% or −20%

Rarely +40% or −40%

Success and FailureSuccess and Failure

Critical Success A success that rolls 01 or 
matching dice

Success Roll equal to or lower than 
the chance of success

Failure Roll higher than the chance 
of success

Critical Failure Failure with matching dice

The Luck RollThe Luck Roll

Not skill or talent but blind luck A flat 50% chance

>> Opposed Tests
CircumstanceCircumstance OutcomeOutcome

No Roll Required Highest rating wins

Both Rolls Succeed, 
Neither Critical

Highest roll wins

Both Rolls Fail,  
Neither Critical

Lowest roll wins

>> Pursuit
Pursuit Pursuit 
TypeType

Successes RequiredSuccesses Required

Typical 1 more than opponent

Long 2 more than opponent

Exceptional 3 more than opponent

Combat
 » Alertness (20%)

 » Artillery (0%)

 » Demolitions (0%)

 » Dodge (30%)

 » Firearms (20%)

 » Heavy Weapons (0%)

 » Melee Weapons (30%)

 » Unarmed Combat (40%)

Communication
 » Foreign Language (0%)

 » HUMINT (10%)

 » Persuade (20%)

 » Psychotherapy (10%)

Investigation
 » Alertness (20%)

 » Criminology (10%)

 » Disguise (10%)

 » Forensics (0%)

 » Search (20%)

 » Stealth (10%)

 » Survival (10%)

Medical
 » First Aid (10%)

 » Medicine (0%)

 » Pharmacy (0%)

 » Psychotherapy (10%)

 » Surgery (0%)

Pursuit
 » Athletics (30%)

 » Drive (20%)

 » Navigate (10%)

 » Pilot (0%)

 » Ride (10%)

 » Swim (20%)

Research
 » Anthropology (0%)

 » Archeology (0%)

 » Computer Science (0%)

 » Criminology (10%)

 » History (10%)

 » Occult (10%)

 » Science (0%)

 » SIGINT 0%)

Professional
 » Art (0%)

 » Accounting (10%)

 » Bureaucracy (10%)

 » Craft (0%)

 » Heavy Machinery (0%)

 » Law (0%)

 » Military Science (0%)

>> Skill List >> Combat Modifiers
Bonuses and penalties apply only in unusual circumstances. Modifiers can go no higher than +40% or lower than −40%. An 01 always critically hits and a 100 always fumbles.

CircumstanceCircumstance +20% Bonus+20% Bonus −20% Penalty−20% Penalty −40% Penalty−40% Penalty

Very Long or  
Very Short Range

Point-blank range (3 m.) or a shotgun Beyond base range (up to 2×) Beyond 2× base range (up to 5×)

Unusual Target Concealment or 
Visibility

Using a laser sight Terrible visibility due to smoke or darkness Little to no visibility

Called Shot or Area Attack Explosive weapon Target about half covered or smaller than a human body Target mostly covered or very small

Unusual Target Condition— 
Ranged Attack

Target standing totally still Target prone or running Target moving as fast as a speeding car

Unusual Target Condition— 
Melee Attack

Target pinned down or standing  
totally still

Target in a vehicle or running Target moving as fast as a speeding car

Unusual Attacker Condition Carefully aiming for a full turn Hit by pepper spray; shocked by a stun gun; exhausted Tear gas; staggered by a stun grenade

>> Combat Actions
Each combatant can take one action per turn. They act in order of DEX, highest to lowest.

ActionAction EffectEffect Does It Serve As a Defense Roll?Does It Serve As a Defense Roll?

Aim Adds +20% to the next attack roll No

Attack Inflicts damage Only with Melee Weapons or Unarmed Combat

Called 
Shot

Ignores cover or armor; at −20% to hit or −40% if 
especially hard.

Only with Melee Weapons or Unarmed Combat

Disarm Forces target to drop something. Uses Unarmed Combat. Only with Melee Weapons or Unarmed Combat

Dodge Defends against an attack. Uses Dodge. Yes

Escape Break free of being pinned. Uses STR×5 or Unarmed Combat. Yes

Fight 
Back

Defend against an attack and counterattacks. Uses Melee 
Weapons or Unarmed Combat.

Yes

Move Jog 10 m., run 20 m., or sprint 30 m. (Usually an Agent 
can go about 3 m. as part of another action.)

No

Pin Hold a target down. A pinned character can take no 
actions except attempting to escape.

Yes

Wait Act immediately after someone else’s action this turn. Varies

Anything 
else

Something that takes a moment’s concentration instead of 
taking some other action.

No

Do They Already Have It?
 » THE OP: Is the item appropriate to the cover investigation? » THE AGENT: Is it appropriate to an Agent's background? » ROLL: If the answer is not obvious, roll INT×5 or Luck. Roll at −20% for a Major expense or  
−40% for an Extreme expense.

 » LIMITS: Unless the Handler says otherwise, the Agents begin with no more than two Incidental, 
Standard, or Unusual expenses each, no more than one Major or Extreme expense for the group,  
and none that are Restricted. 

>> Spending Your Own Money
Heavy spending often means heavy debt. You can opt to roll Accounting instead of INT×5. If your Agent is unusually wealthy, treat items as one category less expensive.
ExpenseExpense RollRoll SuccessSuccess FailureFailure

Standard $200 to $800 INT×5 Obtain the item …but a non-DG Bond drops by 1
Unusual  $1,000 to $5,000 none …but a non-DG Bond drops by 1
Major $6,000 to $30,000 INT×5 …but each non-DG Bond drops 

by 1
…but a non-DG Bond drops by 
1D4 and all others drop by 1

Extreme $36,000+ none …but each non-DG Bond drops by 1D4

>> Official Requisition
Review applies with success or failure. Acceleration requires 
badgering officials. Accelerating a Major or Extreme expense 
requires a high-priority cover operation.

ExpenseExpense RollRoll TimeTime Official Official 
ReviewReview

Standard Bureaucracy 

If accelerated:

A day or two

A few hours

If restricted

If restricted 
or a CHA×5 
test fails

Unusual Bureaucracy

If accelerated:

A few days

A day or two

If restricted

If restricted 
or a CHA×5 
test fails

Major Bureaucracy at 20%

If accelerated:

A few weeks

A few days

Always

Extreme Bureaucracy at 40%

If accelerated:

A few months

A few days

Always

>> Hazards
At the Handler's discretion, a DEX×5 or CON×5 roll halves 

damage.

IntensityIntensity DamageDamage ExamplesExamples

Moderate 1D6 Falling 3 m. Open flames 

(every turn). Serious illness 

(every few days).

Deadly 2D6 Falling 6 m. In a car crash 

without a seatbelt. A 
massive fire (every turn).

Catastrophic Lethality 
10%

Falling 10 m. Incineration 

(every turn). Rattlesnake 
venom.

Horrific Lethality 
20%

Falling 20 m. Hit by a car. 

Hydrogen cyanide gas.

Damage
 » LOSE ½ CURRENT HP: Stunned. Roll CON×5 each 

turn to recover.
 » AT 1–2 HP: Unconscious. Roll CON×5 to avoid being 

permanently crippled. 
 » AT 0 HP: Dead. Unless the Handler says otherwise.

Lethality Roll
 » SUCCESS: The threat instantly reduces the target to 0 HP. 
 » FAILURE: Add the two percentile dice together as D10s. 

The target takes that much damage.
 » HUGE: If a target is larger than human, don’t roll Lethality. 

The target takes the Lethality rating as damage.

Kill Radius
+20% to hit if it’s an explosion.

 » HIT: Roll Lethality for all in the radius (unless the Handler 
says otherwise). Everyone who survives is suppressed.

 » MISS: Everyone who would have been in the radius had it 
hit is suppressed.

 » SUPPRESSION: Each not adapted to violence must hide or  
go prone for their next action or lose 1 SAN.

Body Armor
 » VS. DAMAGE: Reduces damage by Armor Points.
 » VS. SUCCESSFUL LETHALITY: No e#ect. 

Protective Cover
 » VS. DAMAGE: Reduces damage by 10 for a thick wall.
 » VS. LETHALITY: Lethality automatically fails.

>> Sample SAN Losses
Suffering ViolenceSuffering Violence LossLoss
Ambushed by gunfire 0/1
Find a corpse or a mangled carcass 0/1
Find mutilated corpse of infant or loved one 0/1D4
Stabbed, strangled or shot 0/1D4
Suffer a permanent injury 0/1D6
Set on fire 0/1D6
Reduced to 2 HP or fewer 0/1D6
Tortured 0/1D8

The UnnaturalThe Unnatural LossLoss
Attempting Psychotherapy of a character 
who lost SAN to the Unnatural

0/1

Witnessing a supernatural effect that’s 
apparently benign

0/1

Witnessing a violent supernatural effect 0/1D6
Seeing a corpse walk 0/1D6
Subjected to an overtly supernatural effect 0/1D6
Suffering a violent supernatural assault 1/1D8  

or more

Inflicting ViolenceInflicting Violence LossLoss
Incapacitate or cripple an innocent 0/1D4
Shove teammates’ bodies into an incinerator 
to thwart an investigation

0/1D4

Kill in defense of oneself or another* 0/1D4
Kill a murderous enemy in cold blood* 0/1D6
Torture a victim 0/1D8
Accidentally kill an innocent 0/1D8
Kill an innocent in cold blood, even for a 
very good reason*

1/1D10

* For a failed roll, add 1 per victim beyond the first, up 
to the maximum possible roll: 4 for 1D4, 6 for 1D6, etc.

HelplessnessHelplessness LossLoss
Being fired from one’s job 0/1
Nearly get a Bond hurt or killed 0/1
Being informed of unexpected 
bankruptcy

0/1

A Bond’s score is reduced to 0 0/1D4
Sentenced to a prison term 0/1D4
Waking paralyzed or blind 0/1D4
Find a friend’s remains 0/1D4
A bond suffers a disorder or 
permanent injury

1/1D4

Flung into a pit of corpses 0/1D4
See or hear a friend gruesomely 
killed

0/1D6

Learn a Bond has been killed 1/1D6
See or hear a Bond gruesomely killed 1/1D8

How to Reduce SAN Loss
 » ADAPTATION TO VIOLENCE: Automatically 

succeed at SAN tests for violence.
 » ADAPTATION TO HELPLESSNESS: Automatical-

ly succeed at SAN tests for helplessness.
 » PROJECTING TRAUMA: Reduce WP, a Bond, 

and the SAN loss by the same 1D4 roll.

How to Go Insane
 » DISORDER TAKES OVER: Lose 2+ from a 

single event.
 » TEMPORARY INSTANITY: Lose 5+ from a 

single event.
 » NEW DISORDER: SAN reaches the  

Breaking Point.

How to Repress Insanity
Reduce WP and a Bond by 1D4. Attempt a 
SAN test to stifle the e!ects of a disorder or 
temporary insanity.

>> Low Willpower Points
AmountAmount EffectEffect

1 or 2 WP Every action is at a −20% penalty.

0 WP Fail all tests, including SAN rolls. Unconscious  
or incapacitated by an emotional meltdown.

>> Recovering Willpower Points
ActionAction EffectEffect

Get a full night’s sleep Recover 1D6 WP, no 
longer exhausted

Engage in personal motivations in 
ways the Handler finds compelling

Recover 1 WP

Exhaustion
Su!er a −10% or −20% penalty to all tests, including SAN rolls.

 » WORK FOR CON HOURS STRAIGHT: Lose 1D6 WP; exhausted

 » A NIGHT WITHOUT SLEEP: Lose 1D6 WP; exhausted

 » STIMULANTS*: Remove penalty for 1D6 hours

 » HARD DRUGS*: Remove penalty for 2D6 hours

Getting to Sleep
A full night's sleep requires a SAN test after su!ering temporary 
insanity or hitting the Breaking Point.

 » DEPRESSANTS*: Drinking or taking sleeping pills gives a 
+20% bonus to the SAN test to get a full night’s sleep.*

*Frequent use of stimulants or depressants makes addiction likely 
for the next disorder.

TEMPORARY INSANITYTEMPORARY INSANITY MENTAL DISORDERMENTAL DISORDER
Handler chooses the most 
appropriate: 
 » FLEE: Run away incoherently.
 » FIGHT: Mindlessly attack anyone 

in sight.
 » SUBMIT: Curl into a helpless ball.

See the disorder’s description 
in the Agent’s Handbook for 
circumstances that can allow 
it to take over. Most common 
are losing 2+ SAN or facing 
a direct trigger.

 // Sanity & Willpower // //// Combat  Combat ////

 //// Obtaining Equipment & Services  Obtaining Equipment & Services ////

//// Skills, Stats, and Rolls  Skills, Stats, and Rolls ////

>> Defense Rolls
A defense roll opposes attack rolls. 

Dodging
 » Opposes Melee Weapons and Unarmed Combat.

 » Allows running for cover to escape ranged  

attacks before the guns fire.

 » Never inflicts damage.

Attacking or Fighting Back
 » Opposes Melee Weapons and Unarmed Combat.

 » No e#ect on a ranged attack unless close enough 

to push the weapon away.

 » Includes an OFFENSIVE ACTION: attack, called shot, 

disarm, or pin.

>> Reacting to Attacks
An Agent who is attacked can Dodge or Fight Back 

even before his or her time to act in a turn. That 

becomes the Agent’s action. An Agent who has already 

acted cannot Dodge or fight back.














